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A Note to Parents 


Children begin learning basic geometry concepts and terminology in 
the first grade or earlier. Learning to distinguish squares, circles, and 
triangles is part of many preschool programs. Once children are in 
elementary school their vocabulary of geometric terms is expanded 
annually, as geometry concepts are presented in every major math 
textbook at every grade level. Developing a vocabulary of geometric 
terms is part of the basic math curriculum in elementary school. This 
vocabulary continues to expand through junior high school to high 
school, where geometry is offered as a separate math course. 


Playing a Game to Learn Geometry Concepts 

The objective of Trap-a-Zoid is to give children an opportunity to 
demonstrate their understanding of geometric concepts in a game 
setting. The player must trap alien creatures, called Zoids, by drawing 
a particular shape, such as an isosceles triangle. Additionally, all 
levels of play except the easiest have bonus questions which allow the 
player to earn extra points by answering specific questions about 
geometric concepts, such as identifying which of three angles is 
obtuse. 

Trap-a-Zoid can be a reinforcement activity for the child who needs 
more practice with terms that have already been introduced in school. 
It can also be an enrichment activity for the student who has not been 
introduced to all of the concepts presented in the game but who wants 
to learn more about geometry. 

The Concepts Presented in Trap-a-Zoid 

The following is a partial listing of the concepts presented at the 
various levels of the game. 

Level 1: Shapes (triangle, rectangle, square). This level is for the 
youngest players. There are no bonus questions. Players must draw 
only these three basic shapes. 

Level 2: Triangles (scalene, isosceles, right). Players must know how 
to draw each of the three triangles. Bonus questions cover obtuse, 
right, and acute angles; vertex, and equilateral triangles. 

Level 3: Rectangles (quadrilateral, square, rectangle). Players must 
know how to draw each of these rectangles and will learn that all 

1 





squares are rectangles and all rectangles are quadrilaterals. Bonus 
questions cover parallel and perpendicular lines; area and perimeter. 

Level 4: Quadrilaterals (quadrilateral, trapezoid, parallelogram). 
Players must know how to draw each of these quadrilaterals. Bonus 
questions cover rhombus, isosceles trapezoid, parallel lines. 

Level 5: Polygons (polygon with more than 5 sides, hexagon, octa¬ 
gon). Players must know how to draw each of these polygons. Bonus 
questions cover pentagons, congruent and similar figures, and 
symmetry. 


Helping Your Children Get Started 

If your children are too young to read this manual, you should introduce 
them to Trap-a-Zoid and how it works. Read the section titled About the 
Game for a general description of the game. Then, run the program 
and watch the demonstration with your children. 
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About the Game 


Trap-a-Zoid is an action game that helps you increase your geometry 
skills. The object of the game is to catch little alien creatures called 
Zoids. You catch them in traps made of triangles, squares, and other 
shapes which you draw using a joystick or the keyboard. 

There are 5 levels you can play: Shapes, Triangles, Rectangles, Quad¬ 
rilaterals, and Polygons (with more than 5 sides). You choose the levels 
you want in your game. Play with just one or as many as you like. 

In each level there are three different shapes you must draw to trap 
Zoids. When the game starts, decide quickly which shape you want the 
trap to be. Then, draw it by plotting points wherever you want them. The 
points will be connected with lines for you. Try to catch the Zoid in your 
trap. 

Of course, Zoids don’t like to be trapped. So, while you are drawing, the 
Zoid will tiy to keep from being caught by moving around the screen 
and heading for the “border.” If you trap the Zoid, you win at least 
100 points. If the Zoid reaches the border before you can catch it, the 
Zoids win the points. 

To master a game level, you must draw a certain number of each of the 
three shapes. The program tells you how many. If you have chosen 
only one level, the game ends when you have drawn all the shapes 
required for that level. If you have chosen more than one level, you 
move on to the next one and continue to play until you have mastered 
all of the levels chosen. 

Make the game harder by making the Zoids move faster and by playing 
with bonus questions. When you play with bonus questions, you’ll also 
be playing with SuperZoids. If you catch one, you’ll get a bonus 
question. If you answer the question correctly, you’ll add 1500 points to 
your score! 

Try to beat the High Score, the highest score of all the games you play 
during a session. 
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This is what the game looks like; 



When the Zoid 
appears, try to 
trap it before 
it reaches 
the righthand 
border. 


Your score 
appears in the 
box. 


These num¬ 
bers tell you 
how many of 
each polygon 
you must draw 
to master this 
game level. 


“^This number 
tells you how 
many of each 
polygon you 
have already 
drawn. 


Trap Zoids by 
drawing one 
of these three 
figures. 


""The dots in the 
Zoid Pen show 
you how many 
levels you’ve 
chosen. For 
each level you 
master, you get 
a Zoid in place 
of a dot. 


Varying the Difficulty of the Game 

The difficulty of the game depends mostly on the game levels you 
choose and the speed you set for the Zoids. 

The higher the game level, the more advanced the polygon concepts. 
For an easier game choose the first level, Shapes. 

Zoids move at three speeds: Sluggish, Casual and Zippy. The faster 
the Zoids move, the faster you have to draw shapes to catch them. 
Zippy is the fastest. 

Playing with bonus questions also adds a challenge to the game. 
Bonus questions test your understanding of polygons and other con¬ 
cepts in geometry. You can greatly increase your score if your answers 
are right. But if they aren’t, the Zoids will win all the bonus points! 
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Dictionary of Trap-a>Zoid Terms 

Trap-a-Zoid comes with a built-in dictionary of geometry terms used in 
the game. The dictionary is also included in this manual. Review these 
terms if you need to brush up on your geometry vocabulary. 


1. ACUTE ANGLE 

fki angle Mhose Measure is less than 
90 degrees 

2. ANGLE 

A figure forMed by tHo rags with the 
sane emhioinT 

3. AREA 

The nuMber of unit squares that cover 
a figure 

4. GOHGRUEMT FIGURES 
Figures that have equal size 

and sha^ 

5' D EC AGON 

A polygon Hith 10 sides 


Press [RETURN] to go oni [ESC] to play* 


For more instructions, watch the demonstration on the computer or 
read the rest of the User’s Manual. 

Note: The terms RETURN, ESC and arrow keys are used in 
this manual. If your computer does not have these keys, use the 
corresponding keys on your machine. (Refer to the Joystick/Keyboard 
Guide at the end of this manual.) 


Getting Started 


Disk Loading 

Apple® II Plus and Apple® Me computers: Put the Trap-a-Zoid disk into 
disk drive 1 with the label facing up. Close the drive door. Turn on the 
computer and the monitor. 
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IBM-PC®: Put the Trap-a-Zoid disk into disk drive 1 with the label facing 
up. Close the drive door. Turn on the computer. This program requires a 
Color/Graphics Monitor Adapter. It will not work with the IBM mono¬ 
chrome monitor. 

Atari® 400, 800, 1200XL computers: Remove the BASIC cartridge. 
Then turn on the disk drive. When the top red light (the “BUSY” light) 
goes out, open the disk drive door. Put the Trap-a-Zoid disk into drive 1 
with the label facing up. Close the disk drive door. Turn on the com¬ 
puter and the monitor. 

Atari® 600XL, 800XL, 1400XL, and 1450XLD computers: Turn on the 
disk drive first. When the top red light (the “BUSY” light) goes out, open 
the disk drive door. Put the Trap-a-Zoid disk into drive 1 with the label 
facing up. Close the disk drive door. Hold down the OPTION key. Turn 
on the computer and the monitor. 

The program will start automatically. Wait a few seconds and the 
demonstration will begin. To skip the demonstration, press any key 
when the title screen appears. This takes you directly to the Main 
Menu. 


The Demonstration 

The demonstration shows how the Trap-a-Zoid game is played. Watch 
it with your children to be sure they understand the game and help 
them choose the appropriate game level. 

The demonstration runs automatically. To go through it faster, press 
RETURN after you have read the information on the screen. To end the 
demo, press ESC. It will continue to run until you do this. 


Joystick/Keyboard Use 

You can use either a joystick or the keyboard to play the game. The 
program is set for keyboard use, however, so you will need to change 
this setting to use your joystick. (Refer to Changing Game Settings.) 
Once you've changed the setting, you can begin to use the joystick 
when the instructions on the screen say you can. 

At the beginning of the program, both joystick and keyboard users will 
use the arrow keys (or the keys on your machine that control the cursor) 
to choose items from menus (lists of choices) that appear. With these 
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keys, move the hand up and down the list. Stop at the option you want, 
then press the RETURN key (or the key on your computer that acts as a 
carriage return or enter key). 


If you are using a joystick to play: 

• To move the cursor, move the joystick. 

• To plot points, move the cursor to the place you want to put the point, 
then press BUTTON 1. Connecting lines are drawn for you automati¬ 
cally. 

• To finish drawing yourpolygon, move the cursor back to the original 
point and press BUTTON 1. 

• To erase part of the polygon you’ve just drawn, move the cursor to the 
last point plotted and press BUTTON 1. You can remove an entire 
figure in this way. 


If you are using the keyboard to play: 

• To move the cursor, use the arrow keys (if you have them) or the I, J, 
K, and M keys (l-up, J-left, K-right, M-down). 

• To plot points, move the cursor to the place you want to put the point, 
then press RETURN (or SPACE BAR). Connecting lines are drawn for 
you automatically. 

• To finish drawing your polygon, move the cursor back to the original 
point and press RETURN (or SPACE BAR). 

• To erase part of the polygon you’ve just drawn, move the cursor to the 
last point plotted and press RETURN (or SPACE BAR). You can 
remove the entire figure in this way. 


Quitting the Game at Any Time 

You may quit the game at any time by pressing BUTTON 2 (ESC), or the 
key on your computer that ends an activity or takes you to the Main 
Menu. If you have a joystick with only one button, use the ESC key. 

There is a Joystick/Keyboard Guide at the end of this manual for easy 
reference. Refer to it until you are familiar with Trap-a-Zoid. 
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The Main Menu 

The program begins automatically when you put the Trap-a-Zoid disk 
in drive 1 (refer to Getting Started). When you stop the demonstration 
by pressing ESC, the Main Menu of the program appears on your 
screen. It lists the different things you can do with Trap-a-Zoid. It also 
shows the high score for the current game session. 


Use ttie arroN ke«i5 to point to the 
option you Hant- Him press [RETURN]- 
Press the escape key to escape- 


tH^lay the gatic 

See a deMonstration 
Change the gaMe settings 
See the dictionary 


i mCH SCUHL: 4«ie~i 


Choose: 

• Play the game to play Trap-a-Zoid 

• See a demonstration to see how the program works before you use it 

• Change the game settings to make certain adjustments to the game 

• See the dictionary to review polygon terms and definitions 

Use the arrow keys to move the hand to the option you want, then press 
RETURN. If you want to see the demonstration again, move the hand to 
this option and press RETURN. If you want to change any of the game 
settings, refer to Changing Game Settings in this manual for instruc¬ 
tions. Be sure to make these changes before you play the game. 


Playing the Game 


To play the Trap-a-Zoid game, make sure the hand is on Play the game 
in the Main Menu. Then press Button 1 (RETURN). 
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The first step is to choose the game level you want to start with and the 
level you want to end with. There are 5 different levels. Play with just 
one, or with all 5. 


S^l- Shapes 

2- Triangles 

3- Rectangles 

4- Quadrilaterals 

5- Polygons 


At each level, you must draw certain polygons to trap Zoids: 


At this level 

1. Shapes 

2. Triangles 

3. Rectangles 

4. Quadrilaterals 

5. Polygons 


Draw these polygons 

Triangle, rectangle, square 
Scalene, isosceles, right 
Quadrilateral, square, rectangle 
Quadrilateral, trapezoid, parallelogram 
Polygon (with 5 or more sides), hexagon* 
octagon* 


* These do not have to be symmetrical and congruent. 

To choose your starting level, move the hand to the level you want, then 
press BUTTON 1 (RETURN). The level will be highlighted. If you want to 
play with this one level only, press BUTTON 1 (RETURN) again. 

If you want to end with a different game level, move the hand to the level 
you want (a higher level than the first one you chose). Then, press 
BUTTON 1 (RETURN). That level and those in between will be high¬ 
lighted. All the levels between the starting and ending levels will be 
included in your game. 


1 • 


1 2- TriangTe^^^B 

3* Rectanqles^H 

iti4. Quadri lateral 


5- Polygons 


9 







If you play levels 2, 3, 4, or 5 you can have bonus questions in your 
game. If you do not want them, you will need to change the game 
setting option for Bonus questions from Yes to No. (Refer to Changing 
Game Settings in this manual.) 

When you have chosen your game levels, wait for the computer to 
instruct you to press BUTTON 1 (RETURN) to start the game. When 
you’ve done this, the game will appear and you’re ready to play. 

First, check to see which polygons you have to draw to trap Zoids at 
this game level. Also, check to see how many of each shape you need 
to master this level. The names of the shapes and the number required 
are listed across the bottom of the screen. 



TRIANGLE 

RECTANGLE 

SQUARE 

need 

3 

2 

2 

UQUE' 

■■■VI- 

0 

0 

0 


For example, if you choose Shapes (level 1) you’ll have to draw 
3 triangles, 2 squares, and 2 rectangles. As you play, the program will 
keep track of how many of each shape you’ve drawn and how many 
you still need. 

When the game begins, the Zoid will appear at the left side of the 
screen and the cursor (the star) will appear somewhere in the middle. 
The Zoid will immediately start running toward the border on the right 
side of your screen. Trap it before it gets there by drawing your polygon 
around it. 



SCORE 

LISR 

i 

ZOIDS 


ZOID PEN 

• • • 




TRIANGLE RECTANGLE SQUARE 
NEED 3 2 2 

HRUE BID 
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Drawing Zoid Traps 

To draw the trap, decide where you want to plot your first point. Use the 
I, J, K, M keys, arrow keys, or joystick to move the cursor to that 
location. Then press BUTTON 1 (RETURN or SPACE BAR) to plot the 
point. 



Plot the second point by doing exactly the same thing again. This time, 
when you press BUTTON 1 (RETURN or SPACE BAR) a line will 
automatically be drawn between the two points, connecting them. If 
you change your mind and want to erase it, press BUTTON 1 (RETURN 
or SPACE BAR) again. 
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Draw the rest of the figure with the Zoid inside it. To finish the trap, move 
the cursor back to the first point you plotted, then press BUTTON 1 
(RETURN or SPACE BAR). 



KED 

liPUT 


milMGLE 
3 
1 


RECTIMGLE 

2 

0 


SQUHRE 

2 


If you’ve drawn a polygon that you needed, your score will increase. 
Your credit will be recorded under the name of the shape you have 
drawn, after the word HAVE. If the trap you drew is the wrong shape for 
the level you are playing, you’ll get a message telling you this. 

Erase a Trap 

If you want to erase part of a figure you are drawing, move the cursor to 
the last point you plotted and press BUTTON 1 (RETURN or SPACE 
BAR). The point and connecting line will disappear. In fact, you can 
erase your entire polygon, working backward in this way. 


Here are some important things to remember about drawing Zoid 
traps; 

• There can only be two points on any line. 






































• None of the lines may cross each other. 



Wrong Right 

• The shape you draw must be a “closed” figure; that is, all of the points 
you plot must be part of the figure. 




• The maximum number of points a figure may have is 12. 

• Smaller traps earn more points than larger ones. 

The Dictionary Message 

If the Zoid gets away and reaches the border, the Zoids win points. If 
the Zoid gets away more than 7 times in one level, a message will 
appear reminding you that you can review the terms in the built-in 
Trap-a-Zoid Dictionary to improve your score. 
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Once this message appears, you cannot continue playing at the cur¬ 
rent level. You can go to the dictionary to review the terms, then return 
to the game and play the current level again. Or, you can go on to the 
next game level, even though you haven’t mastered the current level. 

To go to the next game level, press BUTTON 1 (RETURN or SPACE 
BAR). 

To go to the dictionary, press BUTTON 2 (ESC). When the Main Menu 
appears, choose the option See the dictionary and press BUTTON 1 
(RETURN). When you are ready to return to the game, press BUTTON 2 
(ESC). Choose the option Play the game and press BUTTON 1 
(RETURN). Your score will be saved. Choose the game level you were 



Note: If you leave the game to go to the dictionary without having seen 
the dictionary message first, your score will not be saved. When 
playing, you can refer to the Trap-a-Zoid Terms section of this manual. 


Mastering a Game Level 

To master a game level, you need to 

• draw the shapes that are required for the level you are playing (e.g., 
in level 1: triangles, squares, rectangles), and 

• draw a certain number of each required shape (2 squares, 3 tri¬ 
angles, etc.). 

For each level, the names of the shapes required appear across the 
bottom of your screen. The number of each shape you must draw 
appears after the word NEED. When you draw a required shape that 
you need, your credit will appear after the word HAVE. When you’ve 
drawn all you need of one figure, check to see what you still need and 
draw that shape. 

You win points only if you trap the Zoid in a required polygon that you 
needed. You can trap Zoids in polygons you don’t need, but you won’t 
get credit for it. Remember, drawing the polygons you need is the way 
to move on to the next game level. 

Sometimes the shapes in a particular level overlap. For example, in 
Shapes (level 1) the required figures are triangles (3), squares (2) 
and rectangles (2). Since squares are also rectangles, if you draw 
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3 squares, you will get credit for both of the squares you need and one 
of the rectangles. 

This is also the case in other levels. In Triangles (level 2), right triangles 
might also be isosceles triangles. In Quadrilaterals (level 4), trape¬ 
zoids and parallelograms are also quadrilaterals. 

When you have drawn all of the shapes required, you will have mastered 
that level and one of the dots in the Zoid pen will be replaced by a Zoid. 



TRIRHGLE 

_ 3 

HHUE 3 


RECTfMGLE 

2 

2 





If you chose only one level for your game, the game is over. If you chose 
more than one level, you move on to the next one. 


Playing with Bonus Questions 

If you are playing with levels 2 through 5, you can play with bonus 
questions if you wish. (Refer to Changing Game Settings.) Bonus 
questions give you a chance to get a high score in the game. You win 
extra points when you answer them correctly. 

If you choose this option you will also be playing with SuperZoids! 
When you catch a SuperZoid, you’ll get a bonus question. You’ll know 
you’ve caught a SuperZoid when the very normal-looking Zoid in your 
trap suddenly escapes, laughs, and runs for the border! 
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You’ll see the bonus question in the upper left corner of your screen. 
Three possible answers appear in boxes at the bottom of the screen. 



Answer the question before the SuperZoid reaches the border! Move 
the cursor anywhere in the box with the answer you think is correct. 
Then press BUTTON 1 (RETURN or SPACE BAR). 

If you answer before the SuperZoid reaches the border, and your 
answer is correct, the SuperZoid will stop and you’ll win 1500 bonus 
points. If the SuperZoid reaches the border before you answer, the 
Zoids win all the bonus points. 

The correct answer will flash on your screen if the SuperZoid reaches 
the border before you can answer, or if your answer was wrong. If your 
first answer is wrong, the SuperZoid keeps moving. If it hasn’t reached 
the border yet, you get one more chance. Try again! You may still win 
the 1500 points! 


Scoring 

Your score depends on: 

• the number of levels you choose to play in a game 

• the size of the polygon you draw to trap the Zoid 

The more levels you play, the more points you can win. And, smaller 
polygon traps earn more points than large ones. 

If you catch the Zoid with a polygon you need, you’ll win points. If you 
trap a Zoid in the wrong shape for that level (e.g., a square in Triangles) 
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or in a required shape you already have enough of, you won’t lose 
points but you won’t win any either. If you nniss the Zoid and it reaches 
the border, the Zoids win points. 

You can also greatly increase your score by playing with the bonus 
questions available in levels 2 through 5. Win 1500 points if you answer 
the question correctly before the SuperZoid reaches the border. If your 
answer is wrong, or if the SuperZoid gets to the border before you 
answer, the Zoids get the 1500 points instead! 

The high score for all Trap-a-Zoid games played in a session appears 
on the Main Menu as High Score. See if you can beat it! 


Using the Dictionary 


Before the Game 

Use the built-in Trap-a-Zoid Dictionary to review geometry terms 
before you start to play the game. When the Main Menu appears, 
choose the option Seethe dictionary and press BUTTON 1 (RETURN). 
Press BUTTON 2 (ESC) when you are ready to return to the Main Menu. 
(Or, refer to Trap-a-Zoid Terms in this manual). 

During the Game 

If the zoid gets away more than 7 times in one level, a message will 
appear reminding you that you can review the terms in the dictionary to 
improve your score. If the message appears, you can interrupt the 
game to go to the dictionary and then return to the game to continue 
playing. Your score will be saved. 

Also, you may leave your game at any time to go to the dictionary. But 
unless you get the dictionary message your score will not be saved. 
(When playing, you can refer to Trap-a-Zoid Terms in this manual.) 

To see the dictionary during a game, press BUTTON 2 (ESC) to return 
to the Main Menu. Move the hand to the option See the dictionary and 
press BUTTON 1 (RETURN). Review the information you need. When 
you’re ready to return to the Main Menu, press BUTTON 2 (ESC) again. 
Move the hand to the option Play the game and press BUTTON 1 
(RETURN) to return to the game. 

If you left the game because of the dictionary message, choose the 
level you were playing when you left. Choose your original ending 
level, then continue playing. 
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Game Strategies 


You’ll discover many tricks to use to trap the wiley Zoids as you improve 
your skill at the game. Here are a couple of examples: 

• Draw vertical lines first, then other lines, so that the Zoid will walk right 
into your trap. 

• If you don’t have time to draw the exact line you want, you can make a 
temporary line to block the Zoid. When it blunders off in another 
direction, erase that line and draw the one you want. 


Changing Game Settings 


If you want to change any of the game settings, be sure to do this before 
you begin to play Trap-a-Zoid. You can’t make changes during the 
game. 

To make changes, go to the Main Menu. Move the hand to Change the 
game settings, and press BUTTON 1 (RETURN). The game settings 
menu will appear. Notice that game settings are already set for you. 
These are displayed on the screen in () parentheses. 


Usm the a r ro N ketfs to point to t he 
you Nant. Then press [RETUMl- 
ke«j to 


opti gn you 
press 


Th e current settings 
CTZoid s pe ed 

yuestions? 


color 


PL 


CCasualJ 

CYes) 

CYesJ 

CHo] 

CHhitel 

You 


You can 

• set the Zoid speed (sluggish, casual, zippy) 

• play with bonus questions (yes or no) 

• adjust the sound (on or off) 

• play with a joystick (yes or no) 

• change the background color (black or white)* 

• enter your name if you wish 

‘This option is not available on some computers. 
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Move the hand to each setting you want to change. Press BUTTON 1 
(RETURN) to see the choices you have within that setting. The option 
you want should be left showing in parentheses. When you’ve made 
your change(s), press BUTTON 2 (ESC) again. 


Trap-a-Zoid Terms 


Acute angle 

An angle whose measure is less than 90° 
Angle 

A figure formed by two rays with the 
same endpoint. 

Area 

The number of square units that cover 
a figure. 

Congruent figures 
Figures that have the same size and 
shape. 

Decagon 

A polygon with ten sides. 

Equilateral 

Having all sides equal. 

Equilateral triangle 
A triangle with all sides congruent. 

Flip 

The “flip” of a polygon is its mirror image. 
Heptagon 

A polygon with seven sides. 

Hexagon 

A polygon with six sides. 

Isosceles trapezoid 
A trapezoid with two opposite 
congruent sides. 

Isosceles triangle 

A triangle with two congruent sides. 

Kite 

A quadrilateral with two pairs of 
congruent sides and one line of 
symmetry. 

Nonagon 

A polygon with nine sides. 

Obtuse angle 

An angle whose measure is greater 
than 90°. 

Octagon 

A polygon with eight sides. 

Parallel lines 

Lines in a plane that do not intersect. 
Parallelogram 

A quadrilateral with opposite sides 
parallel. 

Perimeter 

The distance around a figure. The sum of 
the lengths of the sides. 


Perpendicular lines 
Lines that intersect to form rightangles. 
Pentagon 

A polygon with five sides. 

Polygon 

A plane figure made up of segments. 
Quadrilateral 

A plane figure with four sides. 

Ray 

A part of a line that has one endpoint. 
Rectangle 

A figure with four sides and foursquare 
corners. 

Regular polygon 

A polygon that has all its angles congruent 
and all its sides congruent. 

Rhombus 

A parallelogram with four congruent sides. 
Right angle 

An angle whose measure is 90°. 

Scalene 

Having unequal sides. 

Scalene triangle 

A triangle with no congruent sides. 
Segment 

Part of a line that has two endpoints. 
Similar figures 

Two figures that have the same 
shape. 

Square 

A rectangle with four congruent 
sides. 

Symmetry 

A figure has symmetry if it can be folded so 
the two parts of the figure match. 
Trapezoid 

A quadrilateral with two parallel sides. 
Triangle 

A figure with three sides. 

Vertex 

The point at the “corner” of an angle, plane 
figure, or solid figure. 
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Joystick/Keyboard Guide 


Joystick Users: 

Use 

To 

JOYSTICK 

Move the cursor 

GAME BUTTON 1 

Plot points and draw lines/ 
Finish a polygon/ 

Erase points and lines 

GAME BUTTON 2 

Exit to the Main Menu 

(If your joystick has only 
one button, your ESC* key 
functions as BUTTON 2.) 

Quit the game 

Keyboard Users: 

Use this key 

To 

1 or f ** 

Move the cursor up 

J or ** 

Move the cursor left 

Kor— ** 

Move the cursor right 

Mor 1 ** 

Move the cursor down 

RETURN*** or SPACE BAR 

Plot points and draw lines/ 
Finish a polygon/ 

Erase points and lines 

ESC 

Exit to the Main Menu 

Quit the game 


*or the key on your computer that ends an activity or takes you to the 
Main Menu 

**or the keys on your computer that control the cursor 
***or the key on your computer that acts as a carriage return or enter 
key 

Customer Support 


If you have any questions about using Trap-a-Zoid, call the DesignWare 
Hotline. For customers outside of California, the toll free number is 
800-572-7767. For residents of California, call (415) 546-1866 collect. 
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LIMITED 90-DAY WARRANTY 

DesignWare warrants to the original consumer purchaser that the DesignWare disk, 
not including Computer Program, shall be free from any defects in material or work¬ 
manship for a period of 90 days from the date of purchase. 

Any DesignWare disk which is found to be defective during the warranty period will 
be replaced by DesignWare. Return the disk, accompanied by proof of date of 
purchase satisfactory to DesignWare, no later than one (1) week after the end of the 
warranty period, shipping charges prepaid, to: DesignWare, Inc., Customer Relations, 
185 Berry Street, San Francisco, CA 94107. 

This warranty shall not apply if the disk has been damaged by negligence, accident, 
unreasonable use or by any other causes unrelated to defective materials or 
workmanship. 

DesignWare shall not be liable for incidental and/or consequential damages for the 
breach of any express or implied warranty including damage to property and to the 
extent permitted by law, damages for personal injury, even if DesignWare has been 
advised of the possibility of such damages. 

All DesignWare Computer Programs and related informational materials are distrib¬ 
uted on an "as is" basis without warranty of any kind. Any statements concerning 
capabilities or utility of a Computer Program are not to be construed as express or 
implied warranties. The entire risk as to the quality and performance of such Programs 
is with the purchaser. 

This warranty shall not be applicable to the extent that any provision of this warranty is 
prohibited by any federal, state or municipal law which cannot be preempted. This 
warranty gives you specific legal rights and you may also have other rights which vary 
from state to state. 



185 Berry Street, Building Three, Suite 158 

San Francisco, CA 94107 

Toll Free: 800 - 572-7767 

In California call collect: 415 - 546-1866 


Copyright 1983 DesignWare, Inc. 
San Francisco, CA 









TRAP-A-ZOID 

A New Angle on Geometry 

Use your knowledge of geometry 
to trap zoids from outer space. 

• Apply your knowledge of geometry in an entertaining format. 

• Multiple skill levels for increasing challenge. 

• Colorful, lively animation and sound effects. 

• Developed with D.C. Heath, a leading publisher of math texts. 

• Gain bonus points by answering questions before zoid escapes. 

• Includes concepts as basic as square and triangle and as complex 
as scalene and isosceles. 

• Works with keyboard or joystick. 



Screen appearance may vary depending upon computer used. 


Parents: This DesignWare software program combines wholesome entertainment with solid 
educational content. Children use knowledge of geometry in a motivating environment and 
practice eye-hand coordination. 


De/ignUloie 
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